‘ « 
Ono 
CAD COS 
SO ns 


Gene 
GECH 


a 
a 
[7 
ll 
— 
ee 
or, 
— 
—_ 
— 
-~ 
=a. 
<a 
——_ 
ss 
7 
a 
aN 
i neeaiieniiadl 
=a 
= 


3 POLYHEDRON mini-Game OF GeENC-BNHAaNCeD PSPIONAGE 


DesiIGN: RICH ReOMAN 
BDIEING: CRIK MOM 
SAG DIRECGION/GASPHIC DeBSIGN: KYLE HUNGER 
COVER: JOHN Van FLEES 


INGERIOR SAGISEOS: JEFF CSALISLE - GOM FOWLER : MIKSBSL MNOGUCHI 
MICHSEL HUDDLESGOM - CHAIS GABUdS 


G63BLE OF CONGENGS 
CHSPG6BA }: INSIDE GENEGECH 
CHORPGBR 2: CHSHSCGEHS 
CHSPGEAR 2: SDOVENGUAES 


INGAROOUCGION 


unmanned aerial vehicle about the 


SPECIAL AGENT NEIL SILLER WAITED IN THE DIM BASEMENT OF THE METH LAB. 
NORMALLY A BUST LIKE THIS WAS DEA TERRITORY, BUT THE STREET SAID THE GANG RUN- 
NING THE HOUSE WORKED FOR THE ORGANIZATSIYA, THE RUSSIAN MOB. NEIL'S EMPLOY- 
ER, THE INS, BELIEVED THE ORGANIZATSIYA HAD A SMALL NUMBER OF MOREAUS, HARD- 
CORE VETERANS OF CONFLICTS IN AZERBAUAN, KAZAKHSTAN, KOREA, MONGOLIA, AND 
THE UKRAINE. THE NEW MAN RUNNING THIS DRUG DEN, ILYA PETROSKY, HAD CLEAR 
SIGNS OF ORCA IN HIS CHROMOSOME COCKTAIL. THAT MADE IT INS BUSINESS. 


Junkies groaned or giggled around Neil as they enjoyed their fix. 
The place reeked of vomit and worse. The meth gang didn’t bother 
to furnish more than a few rotting mattresses. Neil huddled in a 
corner, pretending to drowse and trying to be forgettable. Agent 
Sergei Leonid had volunteered for the inside job, but their boss, 
Special Agent in Charge Thomas Tse, pointed out the dogs kept by 
the front door to sniff out moreaus. Neil took comfort knowing 
that Sergei would come to get him, since the bear moreau could 
practically knock in the armored front door bare-handed. 

Outside, SAC Thomas Tse waited in a battered, nondescript 
GMC cargo van. Unlike Neil, Thomas wore body armor and carried 
both a Colt Double Eagle pistol and an HK MP5 submachine gun. 
Behind him, Agent Leonid tried to remain still, since shifting his 
weight rocked the van and bruised the other four agents hiding 
there. Computers rode in pockets on the back of their body armor, 
wired to various devices around their bodies, including their wrap- 
around sunglasses. As the rest of his team took positions, an 


size of a seagull circled above the 
block. SAC Tse’s computer projected 
the UAV’s transmissions in his sun- 
glasses. Earlier reconnaissance with 
peanut-sized robot vehicles called 
“Beetles” pinpointed Petrosky’s 
fourth-floor room. As Thomas 
watched via the UAV, Agent lan 
Davies reached the roof of the building across from Petrosky’s 
window and began setting up his Barrett Light Fifty sniper rifle. 
Davies was on loan, a token gesture of the DEA’s interest. Thomas 
knew Davies was a veteran of countless skirmishes on the 
Mexican border and had high confidence in him. 

When the DEA sniper was in place, Thomas squirted a “go” 
signal, using the keypad on this left forearm and the cellular 
transmitter in the computer. He, Leonid, and the four agents 
burst out of the van and charged the drug den door while 
agents at City Light & Power cut the electricity to the block. 

When the few lights went out, the guards started shouting in 
Russian. Neil charged the lone punk watching the junkies. A frank 
born with lowlight vision, Neil could see before the gangbanger’s 
eyes adjusted to the dark. Knocking him out with a single 
mikazuki kick to the jaw, Neil took the punk’s Colt 1911 and shoved 
it in his waistband. Snatching the dropped Mossberg shotgun, 
Neil headed for the back stairs. 
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Even on the first floor, Neil could hear 
Davies’ sniper rifle punching half-inch diam- 
eter slugs into the brick and mortar of the 
building. As long as the DEA agent kept Petrosky 
bottled up, they had a chance of success. An explosion 
heralded the arrival of the rest of the team. Neil pounded up 
the back stairs, making liberal use of the shotgun. The shouts of 
“INS! Get down!” faded as he headed for the fourth floor. He 
hoped the 12-gauge would be enough to arrest 300 pounds of 
furious, trapped orca. 


CULM 


CamMPaiGnN IN BRIBF 


GENETECH, a complete campaign setting for the new d20 
Mopern roleplaying game, adds some science fiction to the 
techno thriller genre, offering a dark, gritty, and desperate 
tone to your modern era adventures. Conflicts are torn from 
the headlines of local and world news. Heroes in a GENETECH 
campaign believe that they are among the last good people 
willing to act against the greed and lust for power which they 
see all around them. 

In GeneTech, genetically modified soldiers clash on blood- 
soaked battlefields, spies scuffle in the shadows, and organiza- 
tions blur the lines between crime and corporations. Forty 
years of intense genetic research and experimentation have 
produced the first generation of moreaus, blends of humans 
and animals, and franks, genetically altered humans. (Moreaus 
are described on p. 247 of the d20 Mopern roleplaying game. 
Franks appear later in this article.) Most of these genetically 
altered humans resent their status as property of their cre- 
ators, and many have sought political asylum in the United 
States. Faced with prejudice from so-called “normal” humans, 
many have turned to crime to eke out a living. 

GeneTecH heroes have the training, ability, and determina- 
tion to oppose the corporate greed and government apathy 
destroying their world. The heroes take on this daunting, 
deadly challenge because somebody has to, and because they 
didn’t fight to escape genetic labs and military training camps 
just to watch the world circle the drain. 

Most people would rather turn on their televisions, open 
beers, and ignore the warning signs all around them. Pills, 
booze, and mass media entertainment numb the majority 
enough to keep the world functioning. Those who try to 
expose the dangers caused by overpopulation, pollution, 
depletion of resources, and overwhelming greed face ridicule, 
scorn, arrest, or far worse at the hands of those who profit 
from the status quo. 


GHE HEROS’ ROLE 


GeneTecH characters are intelligent and resourceful, with 
human weaknesses and foibles. They are not super-human. 
They are Jack Ryan (Hunt for Red October, Patriot Games, Clear 
and Present Danger) or Indiana Jones (Raiders of the Lost Ark, 
Temple of Doom, Last Crusade), not Conan or the Terminator. 
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The heroes escaped from a top-secret genetic engineering 
facility and now must turn their paramilitary skills to making 
a living while their former masters hound their every step. The 
heroes may be defectors or refugees, or escapees from a US 
development facility. They may have defected out of horror at 
something their former government was doing, or out of a 
desire for the greater freedom available in the United States. 
Either way, their former comrades and co-workers now hunt 
them and the general public regards them with prejudice and 
suspicion. In the United States, the government denies any 
military genetic engineering facilities and handles all escapes 
with discretion and the utmost secrecy. Other governments 
only deny that such escapes ever happen. 

Political unrest, widespread access to weapons of mass 
destruction, and environmental collapse all contribute to a 
sense of impending change. Your heroes can affect the out- 
come of that change, and they find sympathy and support 
among those groups who have decided peaceful protest is too 
little, too late. Your heroes are active. Regardless of their moti- 
vations, they take action. Even when improving their own per- 
sonal situations, they find themselves resolving situations 
with larger implications. 


D20 MODERN RULES 

IN} GeneTecu 

GeENETECH uses none of the FX rules from Chapter Ten of 
the d20 Modern roleplaying game. \nstead, it combines 
cutting edge, high-tech equipment and genetically engi- 
neered characters. 

The most significant difference between GeneTecH and 
other d20 Mopern campaign settings is that players 
build characters using the moreaus found in on p. 247 of 
the d20 Mopern roleplaying game and,the franks found 
on p. 30 of this article. That means the characters them- 
selves are the results of genetic engineering. You can 
design new franks and moreaus using the guidelines 
offered in the Creating New Races section of Chapter 2: 
Characters in the Dunceon Master’s Guipe. 

Occasionally let your characters take a break from 
fighting government agencies, international ecoterror- 
ists, and street gangs to hunt monsters in the sewers. 
Use monsters from Chapter Eight: Friends and Foes of the 
d2o0 Mopern roleplaying game as genetic aberrations and 
failed experiments. Things like bugbears, deinonychus, 
gargoyles, gnolls, goblins, kobolds, minotaurs, monstrous 
flytraps, monstrous spiders, ogres, replacements, tro- 
golodytes, and trolls easily fit the bill as results of genetic 
science run amuck. With a little imagination, you could 
even tweak fiends, flesh golems, and vampires to fit the 
bill. Note that in every case, these monsters are from this 
world, and speak at least one of this world’s languages 
(see the Language Groups sidebar in Chapter Two: Skills 
of the d20 Mopern roleplaying game). 
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GENETECH IS, FIRST AND FOREMOST, A TECHNO THRILLER SETTING. A TECHNO THRILLER IS A 
THRILLING, FAST-PACED STORY SET IN THE PRESENT DAY. TECHNO THRILLERS HAVE HIGHLY 
COMPLEX PLOTS WITH A STRONG SENSE OF URGENCY THAT MAKES THE AUDIENCE (your PLAY- 
ERS) WANT TO RUSH TO THE END. IN ADDITION, TECHNOLOGY PLAYS A KEY ROLE IN THE PLOT 
AND IN ALMOST EVERY SCENE. IT IS SO VITAL TO THE PLOT THAT IF YOU REMOVED THE TECHNOL- 
OGY, THE PLOT WOULD COLLAPSE. MORE THAN JUST SOME OBJECT THE HEROES TRY TO 
ACQUIRE, TECHNOLOGY IS A CHARACTER IN ITSELF. THE WEAPONS, EQUIPMENT, AND TOOLS ARE 
AS INTERESTING AS THE HEROES USING THEM. GENETECH LAYERS SECRET GOVERNMENT DEVEL- 
OPMENT OF GENETIC ENGINEERING ON TOP OF THOSE TRAITS. 


THREE KEY TRAITS 

Take the real world, add these three twists, and 
you've got a ready-to-populate campaign set- 
ting that’s as familiar to Gamemasters and 
players as our own world, and as fantastic and 
terrifying as your own imagination can make 
it. Here's a brief look at how these conceits 
work in the campaign. 

GENETIC ENGINEERING Works: |n the world of 
GENETECH, genetic engineering has proceeded 
far beyond recombinant Bovine Growth 
Hormone (rBGH) and genetically engineered 
medicines. Governments use the humanoid 
results of these experiments as their shock 
troops, commandos, and spies. Those that 
escape their government masters find work “off 
the books” in corporate espionage and crime. 

A gang of rat moreaus run a meth lab and ter- 
rorize their slum neighborhood. Egg franks (see 
Franks, below) use tiny robots for a jewel rob- 
bery crime spree. A gigantic albino alligator 
haunts the sewers and waterfront after scien- 
tists performing illegal genetic experiments face 
a government raid. A multinational energy cor- 
poration sends deniable canine moreau agents 
to provoke a war, stopping construction of a 
Central Asian oil pipeline. These threats and 
more slip around the fraying edges of society. 

EscaPE Is Possise: Moreaus and franks can, 
and do, escape. An Underground movement 
helps them find their way to a United States 
that denies any creation of such beings and 
provides asylum, albeit few rights, to those 
who reach its shores. 

A WoRrLD ON THE Brink: Years of ecological 
nonchalance have finally caught up with us, 
and our biosphere is on the edge irreversible 
collapse. Details you can drop into your cam- 
paign appear below. 


BACKGROUND 

In 1953, Chemie Griinenthal synthesized 
thalidomide in West Germany. A sedative, 
thalidomide was available in some places until 


mid-1962. Unfortunately, not only did a per- 
centage of users develop peripheral neuritis, 
but it also caused startling deformities in 
fetuses. Untold numbers died, and many con- 
tinue to suffer from the effects. 

If thalidomide could cross the placental wall 
and affect infants in uteri, perhaps other meth- 
ods could influence the development of 
embryos positively. The reaction of the United 
States government to the tragedy was an 
increased interest in genetic research. Secretly, 
departments within the National Institute of 
Health (NIH) and the Department of Energy 
(DOE) began identifying the approximately 
30,000 genes in human DNA, determining the 
sequence of the 3 billion chemical base pairs 
that make up human DNA, and developing 
tools to address the impact of ecological disas- 
ters on citizens. All over the world, wealthy 
nations created their own black budget genetic 
projects. By 1970, every major world power was 
involved in a highly secret “gene race.” 

The desperate need for the results of this 
research surfaced time and again, as the haz- 
ards of chemical landfills made themselves 
clear in places like the Love Canal neighbor- 
hood of Niagara Falls, New York; as the pesti- 
cide dioxin proved so harmful to the environ- 
ment; and as the defoliant Agent Orange 
proved to cause cancer. 

In 1997, embryologist lan Wilmut and col- 
leagues at the Roslin Institute in Scotland pub- 
licly announced the successful cloning of Dolly, 
a sheep. US President William Clinton issued a 
moratorium on the use of federal funds for 
human cloning research in the United States. 
The same government that hid the existence 
of the National Security Agency (NSA) in black 
budget line items, sterilized the mentally 
retarded and others it considered “undesir- 
able,” and denied treatment for syphilis to 399 
African-American males, continued its research 
without public knowledge or scrutiny. 


The primary focus of NIH research was genetically engineer- 
ing healthier, smarter human beings (franks). The DOE focused 
on quicker methods of producing tools for the military and 
intelligence communities (moreaus). By 1985, both projects had 
stable prototypes brought to term by surrogate mothers. At 
small, secret bases around the nation, they began raising and 
training their creations. Similar events happened behind the 
scenes around the world. The genetically engineered characters 
found in GeneTecH are the first generation of adults raised from 
the first stable genetic creations. 

In the early years of the 21st Century, the world reeled when 
news media sources flashed images of Macedonian human- 
animal hybrids unleashed on ethnically Albanian rebels. 
Questions over how Macedonia could afford the products of 
such expensive research swiftly followed, and many feared the 
new genetic superpowers were using regional conflicts to test 
their creations. In the United States, a groundswell of public 
opinion rushed the’passage of the honorable Mr. Weldon’s leg- 
islation prohibiting genetic experimentation on human 
beings. The media quickly dubbed the hybrids “moreaus,” from 
H.G. Wells’ The Island of Dr. Moreau. When the Israelis revealed 
a generation of genetically engineered soldiers, the media 
coined the term “frank,” derived from Frankenstein's monster. 

The genie was out of the bottle. 


CAMPAIGN TRAITS 


The following themes and background concepts form the 
foundation of a GENETECH campaign. Understanding them 
means understanding the basic forces at play upon the lives of 
your characters and their enemies. 


GENETIC ENGINEERING 

Genetic engineering has varying legal status around the 
world. In GeNETECH’s United States, doctors must insure a per- 
son’s health in embryo. The federal government and the insur- 
ance industry help support this medical practice. Choosing 


gender, eye color, and hair color is also legal, but the financial 
responsibility lies solely with the parents. More than that is 
against federal law enforced by a special branch of the 
National Institute of Health. 

Moral and ethical issues surrounding genetic testing and 
engineering abound. The resolution of these issues will change 
the world. Since all of your heroes are moreaus or franks, they 
have a stake in the change. Even the products of normal, random 
genetics, so-called “pure strain humans,” are affected. Genetic 
testing can reveal an inherited vulnerability to certain diseases 
or conditions. Insurance companies in GeneTecH may legally 
refuse to insure people based on the possibility of later contract- 
ing a disease or condition, creating a caste of “uninsurables.” 


ECOLOGICAL DISASTER 

In 1995, the Scripps Institution of Oceanography at the 
University of California (San Diego) published a report outlin- 
ing the decline of zooplankton, a vital link in the food chain, 
off the coast of Southern California over the preceding 42 
years. In GeneTech, the warming trend cited in the report, and 
the decline, continue. Algal “blooms” are visible in the world’s 
oceans. Fish populations are declining, and some people ques- 
tion whether it is too late to reverse the process. Weather is 
unusually warm and violent around the globe. Sudden torren- 


PERIPHERAL Neuritis: A nerve disorder that can occur 
anywhere in the body. It may begin with a prickly or 
tingling feeling in the hands, feet, or both, and is 
followed by sensations of numbness and cold. That 
numbness spreads and is followed by severe muscu- 


lar cramps, weakness of the limbs, and lack of coor- 
dination. Some of the symptoms may improve or 
disappear when the cause is removed, but the dam- 
age can in some cases remain irreversible. 
Peripheral neuritis is a form of nerve damage. 
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tial storms are common and weather-relat- 
ed disasters such as mudslides, hurricanes, 
tornadoes, and floods increase. 


DIDI 


BounDLEss GREED 

Corporations act out of their own self-interest and that of 
powerful individuals within them. In GeneTEcH, corporations 
incite riots to destroy property belonging to rivals or to poten- 
tial purchases. They finance insurgent movements, “investing” 
in a government more likely to let them exploit local natural 
resources and the population, or just to get a more favorable 
tax structure. Corporations finance their own security and 
investigation forces, and certainly use franks and possibly even 
moreaus (out of the public eye, of course). 


INCREASED VIOLENT CRIME 
Hate crimes, particularly racially motivated violence, increased 
shortly after the revelation that genetically engineered cre- 
ations coexisted with “pure-strain humans.” New global ter- 
rorist groups, calling themselves “Uncorrupted,” appeared, tak- 
ing credit for assaults on sperm banks, medical clinics, genetic 
laboratories, and various government facilities. Most law 
enforcement agencies believe that old hate groups simply 
claim the title Uncorrupted and no global organization exists. 
The sense of hopelessness in the face of impending ecological 
disaster provided a convenient excuse for people with violent 
tendencies to abandon any pretense of law-abiding lives. With 
the increase in racial violence, brutal crimes are far more com- 
mon in GeneTech. Criminals have access to high-quality weapons. 
Being mugged by someone with an HK or a Glock is more com- 
mon than being mugged by someone with a .22 zip gun. 


THE Law 

Law enforcement officers routinely wear special response 
vests on patrol. Their helmets have integrated lights, video 
cameras, radios, and microphones. Most patrol officers have 
assault rifles in the trunks of their patrol cars and carry sub- 
machine guns if on foot, bike, or mounted patrols. 

Popular belief is that all moreaus and franks are trained 
killers, This heightens tension in every encounter with law 
enforcement, since officers can never be sure whether they're 
stopping a frank, a covert moreau, or a human being. While 
franks and covert moreaus often “pass” as normal humans, 
other moreaus suffer prejudice and racism at the hands, boots, 
and clubs of many law enforcement officers. 

While it is legal for non-felons in GeneTecH to own firearms, 
there are a number of relevant laws that restrict ownership, 
transportation, concealed carry, and use. Owning a handgun 
requires a state handgun license and a three-day “cooling off” 
period prior to purchase. You may not legally carry a concealed 
firearm without a concealed carry permit. However, some 
states allow you to carry a handgun openly without more 
than a state handgun license. Check your state government's 
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website for laws pertaining to the sale, possession, and con- 
cealed carry of firearms in your area—those laws still exist in 
GeneTec. Note that licenses issued in one state apply only to 
that state. Heroes intending to cross state lines and continue 
to carry their firearms legally should apply for licenses in the 
destination state in advance. 

Brandishing a firearm in a threatening manner is assault, a 
felony. Use of a firearm is assault, manslaughter, or murder, 
depending on the circumstances. While it is possible to demon- 
strate self-defense or accident, public opinion in GeneTEch’s 
United States is strongly against the use of firearms (except 
when used by ordinary humans against overt “monsters”). Even 
military or law-enforcement characters face a hearing after 
using their firearms. It is a complicated legal situation. 

In the United States, possession of a military firearm is 
legal—if you have a Federal Firearms Class 5 license, meaning 
you are registered with the United States government as a 
firearms collector. Such licenses are not issued to felons. A mil- 
itary ID card is not a license to carry any kind of firearm. 

Enforcement of these laws is entirely up to the individual 
officer encountered. An officer may consider a shotgun in the 
trunk of a car as a concealed firearm, or as a safe place to 
transport it. One officer may have no particular prejudice 
against moreaus, while another may hate them. Similarly, the 
officials in charge of issuing licenses may delay or lose paper- 
work relating to moreaus. 


POWER GROUPS 


Just as in the real world, overt and covert organizations 
manipulate political and cultural events to their own ends. The 
following groups play definitive roles in a GeneTech campaign. 
Take a moment to familiarize yourself with each organization 
and its goals, noting whether each makes a good ally or 
enemy for your characters and the circumstances in which the 
player characters might come into contact with it. 


CORPORATIONS 

The needs of multinational corporations drive many world 
events in GeneTECH. They seek favorable tax structures, open 
markets, customers with money to spend, cheaper labor, and 
easier access to resources, among other things. They pursue 
these things ruthlessly; publicly espousing strong moral 
stances while privately doing whatever is necessary to ensure 
their business thrives. The only reason multinationals haven't 
developed their own genetic soldiers and spies is that devel- 
opment takes decades, with further decades required to raise 
and train the results. The multinationals seek faster returns on 
their investments. With the massive dislocation of populations 
caused by ethnic cleansing and the collapse of so many 
Central Asian and African governments, corporations have a 
large pool of talent from which to hire. 
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CRIMINALS 

As genetically engineered beings seek refuge, they form a pool 
of desperate, hungry, poverty-stricken people willing to do 
anything to improve their situations. Since most of them have 
backgrounds in espionage or unconventional warfare, organ- 
ized crime turns their skills and experience to criminal activi- 
ties whenever possible. 

It’s worth noting that in GeneTecH, many traditional criminal 
enterprises such as prostitution, smuggling, drug running, 
drug manufacturing, gambling, and gunrunning now serve as 
ways to finance political agendas, military operations, terrorist 
efforts, and more. 

GOVERNMENTS 

Governments spent billions of dollars over 40 years develop- 
ing the genetically engineered beings now in use around the 
world. Those without the resources to develop their own 
“acquired” them through moles, sleeper agents, and traitors 
motivated by greed, religion, morality, or reasons of their own. 

Governments in GeneTecH routinely engage in low-level war- 
fare with each other. While they use all sorts of traditional 
special operations units to do so, the secret nature of the 
genetically engineered units means that governments can act 
far more directly while still denying any involvement in such 
bellicose actions. 


UNDERGROUND 

When the GeneTecH campaign begins, the moreaus and franks 
are not a political power group. The Underground, such as it is, 
smuggles moreaus and franks out of their native countries 
and into countries where they have more rights or better 
treatment, such as the United States. They're still not treated 
well in the US, but as sources of information, potential double 
agents, and refugees, they fare better here than elsewhere. 
The Underground is too small to be a political power and too 
disorganized to present a unified political front. Internal 
squabbles and a developing schism between the smugglers 
and the assassins of the Action Arm (see the Underground, p. 
29 of this article) allow world governments to treat the 
Underground as a bunch of international criminals. 


ALLIES AND OPPONENTS 


The Monster Manual is a great source for unusual opponents 
in GENETECH. Some suggestions for more human allies and 
opponents follow. Whether your heroes treat these groups as 
allies or opponents depends on where you set your campaign 
and on what they do for a living. 


CENTRAL INTELLIGENCE AGENCY 


_ The United States CIA functions primarily as a scapegoat for 


other agencies in the intelligence branch of the government. 
They run few operations, primarily with franks, though they do 
borrow moreaus from other agencies when necessary. All 
operations are highly classified. The CIA regards foreign more- 
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aus and franks within the United States as sources of informa- 
tion, and as potential double agents. When it considers them a 
threat to national security, it passes responsibility to the FBI. 
The CIA's charter prevents it from having any official interest 
in individuals who escape American development facilities. 
Only those agents with top secret clearance and “need to 
know” realize such facilities exist. 


DEPARTMENT OF ENERGY 

The DOE worked in partnership with the National Institute of 
Health to develop franks and moreaus. Now it focuses on fine- 
tuning existing moreaus and developing new ones. Because of 
their expertise, they often send teams to investigate sightings 
of new moreau strains. Their Nuclear Emergency Strike Teams 
(NESTs) also make extensive use of moreaus. The DOE works 
with the FBI to pursue escaped test subjects, and is interested 
in refugees only if they have information pertaining to, or if 
they actually are, new strains of moreau. Every DOE employee 
knows of the Human Genome Project (HGP), but few know of 
the department's role in its application or of the US govern- 
ment’s development facilities. 


FEDERAL BUREAU OF INVESTIGATION 

Between assisting local law enforcement and those crimes it 
investigates directly (civil rights, domestic and international 
terrorism, foreign counterintelligence, organized crime/drugs, 
violent crimes and major offenders, and white-collar crime); 
the FBI works harder than ever before. The FBI makes no public 
use of moreaus or franks, claiming to operate entirely with 
humans. There is no evidence that Uncorrupted operators 
have infiltrated the Bureau, despite rumors to the contrary. 
The FBI regards all foreign refugees as potential security 
threats. A highly-classified FBI unit actively hunts individuals 
who escape American development facilities, using human 
agents and moreaus supplied by the DOE. 


FEDERAL SECURITY BUREAU 

The FSB of the Federation of Russian States is the current 
incarnation of the KGB. Although Russia is not the power the 
Soviet Union was, the FSB works very hard to ensure Russian 
security. It enjoys a great deal of favor with the Russian gov- 
ernment and actively seeks ways to gain both military and 
economic advantages for the rodina, the mother country. The 
FSB uses franks and moreaus equally and openly. The FSB 
regards foreign moreaus and franks within the Federation of 
Russian States as sources of information, potential double 
agents, and possible spies. While the Federation admits to 
using moreaus and franks, it never admits to escapes, and 
hunts escapees across borders with total ruthlessness. 


IMMIGRATION AND NATURALIZATION SERVICE 


The United States INS has a classified enforcement arm in 
GeneTecH that uses franks and moreaus to hunt others of their 
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kind who enter the United States illegally. 
In addition, the INS. is involved in all FBI 
“debriefings” of suspected frank and moreau 
foreign agents. The INS has no responsibility for 
those individuals who escape American development 
facilities, and in fact has no knowledge of such facilities. 


INTERPOL 

Little more than an advisory group and information exchange, 
Interpol is overwhelmed by the cross-border crime occurring in 
GeNneTECH. Possessing no moreaus or franks of its own, Interpol 
would be at a distinct disadvantage if its mission included 
pursuing and arresting gene-altered felons. Moreaus and 
franks in the Underground treat Interpol as an opponent. 
Those working for a government agency or living law-abiding 
lives ignore it. 


MINISTRY OF PUBLIC SECURITY 

(SCIENCE AND TECHNOLOGY BUREAU) 

The Ministry is the equivalent of the FBI and the CIA in the 
People’s Republic of China. The Science and Technology Bureau 
makes avid use of the products of Chinese genetic research, 
and actively works to acquire genetic secrets from foreign 
powers. The Ministry uses franks and moreaus openly. It 
regards foreign moreaus and franks within the PRC as sources 
of information, potential double agents, and possible spies. 
While the PRC admits to using moreaus and franks, it never 
admits to escapes, and hunts escapees even into other 
nations, with total ruthlessness. 


Mossad 

The Institute for intelligence and Special Tasks, ha-Mossad le- 
Modiin ule-Tafkidim Meyuhadim or Mossad, is Israel's agency 
for human intelligence collection, covert action, and counter 
terrorism. Though it focuses on Arab nations, Mossad agents 
go where their nation needs them, Israel has always been a 


tiny nation surrounded by enemies, and makes maximum use 
of every tool available. Franks and moreaus willing to work for 
the Mossad face an excruciating background check, but if 
accepted get both important assignments and large rewards. 
Despite the Israeli military's open use of franks, the Mossad 
uses moreaus and franks secretly, to prevent even more ani- 
mosity from fundamentalist Islamic groups. The Mossad takes 
a keen interest in foreign refugees, treating them as double 
agents and sources of information at best, and as spies at 
worst. Because Israel is such a tiny nation, and because its 
enemies publicly offer enticements to defectors, no escapees 
from Israeli development facilities remain long in Israel. Those 
who do escape can expect the tireless agents of the Mossad to 
track them wherever they go. 


MULTINATIONAL CORPORATIONS 

Multinational corporations are eager to use the fruits of 
genetic research, particularly since they didn’t have to pay for 
the development, Multinationals engage in many criminal 
activities ideally suited for franks and moreaus, including theft 
and corporate espionage. Treatment of moreaus and franks 
varies with the corporation, and with the appearance of the 
individual. Overt moreaus generally receive worse treatment 
than covert moreaus. Whether or not a corporation pursues 
defectors depends on the defectors’ access to corporate 
secrets. The greater the access or potential access, the harder 
the corporation pursues. There are no refugees within corpora- 
tions, only employees. 


NATIONAL INSTITUTE OF HEALTH 

The United States NIH partnered with the DOE to develop 
franks and moreaus. Unlike the DOE, the NIH concentrated 
on franks. Of primary concern to the NIH is the potential for 
such genetic research to be used for biological warfare. A 
detailed knowledge of the human genome allows for the 
creation of biological agents and it is possible that the retro- 


sposons and retroviruses used in DNA grafting could escape, 
survive, and mutate into something very dangerous. In addi- 
tion, the NIH works with the FBI to enforce the federal 
restrictions on genetic manipulation of fetuses. A surprising 
number of people travel outside the United States while 
pregnant, eventually spending time in countries with much 
more relaxed legislation. Such people find themselves the 
subject of uncomfortably close scrutiny on return. The NIH 
provides genetic and general health exams for moreau and 
frank refugees. The NIH has no responsibility for escaped 
individuals, and not everyone within the Institute knows of 
the United States’ development facilities. 


NATIONAL SECURITY AGENCY 

The NSA, referred to by some as “No Such Agency” since its 
very existence was a carefully kept secret until the Carter 
administration, is the ears of the United States. The NSA 
eavesdrops, cracks codes, enforces United States laws on distri- 
bution of cryptographic information, and is becoming more 
closely involved in Information Warfare (IW). In a GeNeTECH 
campaign, the NSA utilizes franks and covert moreaus ina 
host of top-secret operations. The agency tends to use the CIA 
as the “fall guy” whenever these operations fail, always 
attempting to cover its tracks with a near-pathological fervor. 
It tracks its own refugees with help from the FBI, but assumes 
no responsibility for those who escape United States develop- 
ment facilities. 


UNCORRUPTED 

This generic term refers to any number of “humans first” racist 
organizations. They engage in terrorist activities and violent 
crimes. They associate with more traditional racist groups, like 
the Aryan Brotherhood and Purified Nation, and with many 
right-wing religious groups. Some groups operate only within 
their own national borders, while others are part of larger con- 
spiracies. The Uncorrupted are enemies of all moreaus and 
franks, whether the mutants are agents of the government, 
political refugees, or escapees from government development 
facilities. They most commonly target the latter two, since 
mutants on the run or in hiding tend to have less support and 
fewer reinforcements. 


UNDERGROUND 
Even law enforcement agencies have only heard rumors of 
this organization. More than likely they will soon know a 
great deal more. The Underground has two factions. The first 
helps franks and moreaus escape their government masters 
and find someplace to live in relative freedom. Some pursue 
the rewards of service to other governments. Some seek asy- 
lum in the United States. Others seek remote locations to 
hide from the world. 

The other faction, known to insiders as the Action Arm, 
strikes back against the Uncorrupted, whom they view as 


the most serious current threat to genetically altered 
humans. The Action Arm reasons that racism is no excuse for 
murder and terrorism, and that no amount of violence can 
erase scientific knowledge. The Action Arm of the 
Underground is staffed almost entirely by franks and more- 
aus trained as spies and commandoes by one government or 
another. As the Action Arm increases its operations, many 
governments regard it, and the Underground by association, 
as a terrorist group. 


TERRORISTS 

Favorite villains for many techno thrillers, terrorist organiza- 
tions exist all over the world. Some are regional, like the 
Basque separatists in southern France and northern Spain. 
Others, like al Qaeda, the PLO, and the IRA cross national bor- 
ders. Motivated by ideology, politics, ethnicity, religion, or 
almost anything else, terrorists possess varying degrees of 
training and resources; many have benefited from CIA, FSB, or 
Chinese training, used as pawns in the Cold War and then left, 
forgotten, to tend to their shattered countries. Terrorists tend 
to avoid using franks or moreaus, since such individuals have 
at least some indoctrination from their parent government 
and could be spies or informers. While some terrorists have 
the resources to perform thorough background checks, many 
do not, and prefer not to risk moreaus or franks. Unlike the 
Uncorrputed, not all terrorist groups discriminate against 
franks or moreaus on ideological or religious grounds. 


DEPARTMENT-7 I} GENECTECH 


You can place Department-7 (see the d2o Mopzen role- 
playing game, p. 6) in any government agency, but 
there are four particularly good fits. As part of the 
DOE, working with NESTs and the FBI, Department-7 
investigates moreaus and terrorist threats. 
Department-7 could be the classified enforcement 
arm of the INS (see below). In your campaign, 
Department-7 could be the highly-classified FBI unit 
actively hunting those who escape American develop- 
ment facilities. Finally, Department-7 could be the 
special branch of the NIH enforcing laws limiting 
genetic tinkering. No matter where you choose to 
place Department-7, its officials are aware of the 
American development facilities, but generally do not 
inform their agents. 

Alternatively, all the heroes work for Department-7. 
Their missions include espionage, counter-terrorism, 
and other unconventional warfare tasks. The United 
States government has several such units, but pub- 
licly denies their existence 
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WHILE ALL SORTS OF REGULAR FOLKS INHABIT THE WORLD OF GENETECH, MOREAUS AND FRANKS 
STAND AT THE CENTER OF THE SETTING’S MOST INTERESTING POLITICAL AND PARAMILITARY CON- 
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FLICTS. CONSEQUENTLY, ALL GENETECH HEROES MUST BE EITHER MOREAUS OR FRANKS. 


MORCBUS IN 
GeENEGECH 


Moreaus are animal-human hybrids created by 
grafting specific sequences of animal DNA to 
human DNA. It took 40 years of concentrated 
research to create these few, successful hybrids. 
All moreaus of the same nationality are 
descended from the same genetic material. 
They are all brothers and sisters. 


To date, all successful hybrids have been of 
mammalian stock. Reports of strange creatures 
glimpsed in wilderness areas, or of bizarre 
corpses washing ashore, may be the results of 
unsuccessful attempts to create reptilian, 
amphibious, or piscine hybrids. 

All government laboratories sterilize their 
moreaus, but stories among members of the 
Underground suggest that some sterilizations 
were botched and a limited number of more- 
aus are now reproducing on their own. Only 
time will tell if moreau children retain the 
unique attributes of their enhanced parents. 

Moreaus are covered in some detail starting 
on p. 247 of the d20 Mopern roleplaying game. 
The main p20 Mooern rulebook offers rules for 
bat, bear, canine, dolphin, feline, and rat more- 
aus. GeneTecH includes additional rules for orca 
moreaus, powerful beings created by splicing 
human genes with the genetic material of 
killer whales. Future articles in PowHedron will 
present additional moreau subtypes. 

Beinc A Moreau: Choose to play a moreau 
when creating a character and apply the appro- 
priate modifiers to ability scores. As moreaus 
are born, not created from adults, there is no 
way to become a moreau during play. 


NCW MOREAU SPeCIES: 
ORCA 


Orca moreaus are a blend of human and killer 
whale, They tend to be large, bulky people with 
aggressive personalities and contempt for 
other species. Because of their almost uncon- 
trollable physical power, aggression, and dis- 
dain for their creators, most nations consider 
this line a failure and instead work with the 
dolphin strain. However, a number exist and 
were pressed into various brutal services by 
their governments. 


Overt orca moreaus have distinctive skin pat- 
terns, with a dark blue or black back, a white 
front, and white patterns around their shoul- 
ders and on their faces. They have pronounced 
webbing between their fingers. Overt orcas 
have tiny external ears. Unlike other overt 
moreaus, overt orcas tend to be hairless. 

VARIABLE Size: Covert and moderate orca 
mioreaus are Medium-size. Coverts and moder- 
ates have a 5-foot-by-5-foot fighting space and a 
5-foot reach. 

Overt orca moreaus are Large. An overt orca 
moreau has a 10-foot-by-10-foot fighting space 
and a 10-foot reach 

Hotp Breatu (Ex): An orca moreau can 
remain submerged for a number of minutes 
equal to its Constitution score before needing 
to surface for air. 

BunosiGurt (Ex): Overt orca moreaus have 
blindsight with a range of 60 feet on land or 
water. 

Asitity Scores: Orca moreaus have the fol- 
lowing species modifiers to ability scores: 

Covert: +2 Str, -2 Dex, 

Moderate: +2 Str, -2 Dex, +2 Int, -2 Cha. 

Overt: +4 Str, -4 Dex, +2 Int, -2 Cha. 

CHARACTER Dertaits: Use the bear moreau 
entries for height and weight on Table 8-24: 
Moreau Height and Weight in the d20 Modern 
roleplaying game to determine height and 
weight for orca moreaus. Use the dolphin entry 
on Table 8-25: Moreau Age to determine orca 
moreau ages, 


ityA Petrosky, Covert ORCA MOREAU TOUGH 
Hero 4/SoLpiER 1: CR 5; Medium-size 
humanoid; HD 5d10+14; hp 46; Mas 14; 

Init -1; Spd 30 ft; Defense 14, touch 13, flat-foot- 
ed 14 (-1 Dex, +1 undercover shirt, +4 class); BAB 
+3; Grap +6; Atk +7 melee (1d6+4 lethal, brass 
knuckles); Full Atk +7 melee (1d6+4 lethal, brass 
knuckles), or +7 ranged (2d10, Browning BPS); FS 
5 ft. by 5 ft.; Reach 5 ft.; SQ Hold breath, blind- 
sight, low-light vision; AL organizatsiya; SV Fort 
+5, Ref +1, Will +2; AP 4; Rep +1; Str 17, Dex 8, Con 
14, Int 14, Wis 12, Cha 8. 

Occupation: Criminal (bonus class skills: 
Knowledge (streetwise) and Gambling, bonus 
feat: Brawl). 

SkiLts: Drive +1, intimidate +6, Knowledge 


(streetwise) +10, Knowledge (tactics) +3, Listen +3, Read/Write 
(English), Speak (English), Spot +3. 

Feats: Advanced Firearms Proficiency, Brawl, Personal Firearms 
Proficiency, Simple Weapons Proficiency, Streetfighting. 

TALENTS (TOUGH Hero): Robust, Second Wind. 

PosseEssIONs: Browning BPS (10-gauge shotgun), 20 rounds 
of 10-gauge ammunition, 3 Molotov cocktails, brass knuckles, 
business clothing, overcoat, portable satellite phone. 


PRENKS 


Franks, genetically altered humans with enhanced capabilities 
derived from scientific experiments (rather than overt animalis- 
tic genetic influence), can be found in the black ops organiza- 
tions of governments around the world. Franks come in an 
almost limitless variety, and generally do not suffer the same 
prejudices (or difficulties with animals) experienced by moreaus. 
BEING A Frank: Choose to play a frank when creating a 
character and apply the appropriate modifiers to ability 
scores. There is no way to become a frank during play. 


THP@€S OF FRANK 


Though a theoretically infinite number of frank varieties exist, 
the following list includes many of the most common types: 

Ecos: Short for “eggheads,” these franks are primarily used 
as researchers. They have a +2 racial bonus to Intelligence, and 
-2 Constitution. They generally have no other modifications. 

Enrorcers: Enforcer franks have a +2 racial bonus to 
Strength, -2 Intelligence, and -2 Charisma. They generally have 
lowlight vision. Creatures with lowlight vision can see twice as 
far as a human in starlight, moonlight, torchlight, and similar 
conditions of poor illumination. They retain the ability to dis- 
tinguish color and detail under these conditions. Enforcer 
franks are very popular with organized crime and other groups 
with a need for leg breakers. 


Honeytraps: Honeytrap is a Cold War slang term for using 
prostitutes to blackmail people with access to sensitive infor- 
mation. Most honeytrap franks work as spies. They have a +2 
racial bonus to Charisma, and -2 Wisdom. 

Hunters: Hunter franks have a +2 racial bonus to Wisdom 
and -2 Charisma. They usually have lowlight vision. Creatures 
with lowlight vision can see twice as far as a human in starlight, 
moonlight, torchlight, and similar conditions of poor illumina- 
tion. They retain the ability to distinguish color and detail under 
these conditions. 

PRAETORIAN: Named for the bodyguards of ancient Roman 
emperors, they have a +4 racial bonus to Constitution, -2 
Intelligence, and -2 Charisma. They generally have no other 
modifications. 

SNIPER: Sniper franks have a +2 racial bonus to Dexterity, -2 
Intelligence, and -2 Charisma. They generally have lowlight 
vision. Creatures with lowlight vision can see twice as far as a 
human in starlight, moonlight, torchlight, and similar condi- 
tions of poor illumination. They retain the ability to distin- 
guish color and detail under these conditions. Sniper franks 
find great success in many criminal endeavors. 


FRANK DESCRIPTION 


Franks use the same tables as humans to generate age, 
height, and weight. 


CLASSES FROM URBAN ARCANA 


Generally speaking, prestige classes in d20 Modern are cam- 
paign-specific. However, if you want to add some variety to 
your game, there are a number of classes from the Urean 
ARCANA campaign setting with at least limited usefulness in 
GENETECH. Fixer, Street Warrior, and Swashbuckler are advanced 
classes that can be used with no changes. Celebrity, 
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Mastermind, Sniper, and Special Forces 
Operative are prestige classes that can be 
used with no changes. The trick is in limiting 
the other advanced classes before any super- 

natural abilities kick in (unless your campaign com- 
bines GeneTecH with the supernatural). 


URBAN ARCANA 

ADVANCED CLASS MAXIMUM LEVEL 
Bounty Hunter 4 
Confidence Artist 6 
Hacker 7 
Thrasher 6 


PRBSCIGE CLAaSSeS 
GUERILLA INTRUDER 


We have always feared the darkness. Thanks to a combination 
of government training and genetic experiments, we have 
another reason. Now assassins and ninjas are joined by 
Guerilla Intruders. Their genetic gifts let them operate in total 
darkness without special equipment. They are the bump in the 
night that makes our blood run cold. For them, night is an ally 
and a comforting friend. 

Select this prestige class if you want your character to excel 
at stealth and to use hand to hand combat as a killing tool. 

The fastest path to this prestige class is through a combina- 
tion of the Fast basic class and the Infiltrator advanced class, 
though other paths are possible. Progress in the Guerilla 
Intruder class can run concurrently with other classes. 


REQUIREMENTS 
To qualify to become a Guerilla Intruder, a character must ful- 
fill all of the following criteria. 
Skits: Hide 9 ranks, Move Silently 9 ranks; Disable Device 4 ranks. 
Feats: Evasion, Stealthy. 
Special: The character must naturally possess the blindsight 
ability, as bat and overt dolphin moreaus do. 
CLASS INFORMATION 
The following information pertains to the Guerilla Intruder 
prestige class. 
Hit Die 
The Guerilla Intruder gains 1d6 hit points per level. The charac- 
ter’s Constitution modifier applies: 


TABLE 2-1: THE GUERILLA INTRUDER 


Action Points 

The Guerilla Intruder gains a number of action points equal to 
5 plus one-half his character level, rounded down, every time 
he attains a new level in this class. 


Class Skills 
The Guerilla Intruder’s class skills (and the key ability for each 
skill) are as follows. 

Balance (Dex), Climb (Str), Demolitions (Int), Disable Device 
(Int), Hide (Dex), Investigate (Int), Jump (Str), Knowledge 
(Tactics) (Int), Listen (Wis), Move Silently (Dex), Navigate (Int), 
Search (Int), Spot (Wis), Survival (Wis). 


SKILL POINTS AT EACH LeveL: 4 + Intelligence modifier. Do not 
subtract 1 from this amount as you would for classes, as this 
amount already assumes your character is nonhuman. 


CLASS FEATURES 
The following features pertain to the Guerilla Intruder pres- 
tige class. 

ComBat MarmiAt Arts: At 1st level, the Guerilla Intruder 
gains Combat Martial Arts as a bonus feat. The Guerilla 
Intruder gains no additional ability if she already has this feat. 

SNEAK ATTACK: If a Guerilla Intruder can catch an opponent 
when he is unable to defend himself effectively from her 
attack, she can strike a vital spot with an unarmed attack for 
extra damage. Any time a Guerilla Intruder’s target would be 
denied his Dexterity bonus to AC (whether he actually has a 
Dexterity bonus or not), or when the Guerilla Intruder flanks 
the target, the Guerilla Intruder’s unarmed melee attack deals 
extra damage. The extra damage is +1d6 at 2nd level and an 
additional 1d6 every two levels thereafter. Should the Guerilla 
Intruder score a critical hit with a sneak attack, this extra dam- 
age is not multiplied. 

Like THE WIND: Beginning at 3rd level, the Guerilla Intruder 
suffers no penalties to Move Silently checks for moving at 
more than half speed. In addition the Guerilla Intruder can 
make Move Silently checks while running or charging, but at a 
-10 penalty to the check. 

No Trace: At sth level, the Guerilla Intruder knows how to 
hide his own tracks and may, at his choice, move into “No — 
Trace” mode. All attempts to use the Track feat against the 
Guerilla Intruder (though not allies) treat the ground as “firm” 
for purposes of success. In addition, the DCs of any attempts 
to use Computer Use, Gather Information, Investigate, and 


BASE ATTACK Fort REF WILL DEFENSE REPUTATION 
LEVEL Bonus SAVE SAVE SAVE SPECIAL Bonus Bonus 
1 +0 +0 +2 +0 Combat Martial Arts +1 +0 
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3 4H 4 =" +1 Like the Wind +2 +0 
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5 +2 +1 +4 +1 No Trace +4 +1 
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TABLE 2-2: THE PATROL POINTER 


Base Attack Fort Ref will 
Level Bonus Save Save Save 
1 +1 +H +2 +0 
2 +2 +2 +3 +0 
3 +3 +2 +3 +1 
4 +4 +2 +4 +i 
5 +5 43 +4 +1 


Research on matters involving the Guerilla Intruder are 
increased by the levels of the Guerilla Intruder. 


PATROL POINTER 

The lead person on a military patrol must have finely honed 
senses in order to detect booby traps, landmines, and ambush- 
es. Thanks to genetic experimentation, moreaus often fill that 
dangerous role. With their highly-tuned senses, moreaus are 
even more adept at discovering trouble in time for the rest of 
their team to respond with aggression and finality. 

Select this prestige class if you want your character to take 
the lead and use his senses to find trouble before his friends 
stumble into it. 

The fastest path to this prestige class is through a combina- 
tion of Strong and Fast basic classes and the Soldier advanced 
class, though other paths are possible. Progress in the Patrol 
Pointer class can run concurrently with other classes. 


REQUIREMENTS 
To qualify to become a Patrol Pointer, a character must fulfill 
all of the following criteria. 

Base ATTACK BONUS: +5. 

Skits: Hide 4 ranks, Move Silently 4 ranks. 

Feats: Advanced Firearms Proficiency, Alertness, Endurance, 
Guide, Light Armor Proficiency, Medium Armor Proficiency, 
Personal Firearms Proficiency, Track. 

SPECIAL: The character must naturally possess the scent abil- 
ity, as canine moreaus do. 

The character must have Weapon Focus and Weapon 
Specialization with an assault rifle such as the AKM/AK47, HK 
G3, M16A2, Mq carbine, or Steyr AUG. 


Class INFORMATION 
The following information pertains to the Patrol Pointer pres- 
tige class. 


Hit Die 
Patrol Pointers gain 1d8 hit points per level. The character's 
Constitution modifier applies. 


Action Points 

Patrol Pointers gain a number of action points equal to 5 plus 
one-half their character level, rounded down, every time they 
advance a level in this class. 


Defense Reputation 


Special Bonus Bonus 
Trap Sense (+1) +1 +0 
Close Combat Shot +H +0 
Enhanced Scent +2 +0 
Trap Sense (+2) +2 +0 
Specialization Threat. +3 +1 


Class Skills 
The Patrol Pointer’s class skills (and the key ability for each 
skill) are as follows: 

Climb (Str), Demolitions (Int), Disable Device (Int), Hide 
(Dex), Jump (Str), Knowledge (Tactics) (Int), Listen (Wis), Move 
Silently (Dex), Navigate (Int), Search (Int), Spot (Wis), Survival 
(Wis), Treat Injury (Wis). 


SKILL Points AT EACH LeveL: 4 + Intelligence modifier. Do not 
subtract 1 from this amount as you would for classes, as this 
amount already assumes your character is nonhuman. 


CLass FEATURES 
The following features pertain to the Patrol Pointer prestige 
class. 

TRAP SENSE: Starting at 1st level, the Patrol Pointer gains an 
intuitive sense that alerts him to danger from traps, giving 
him a +1 bonus to Reflex saves made to avoid traps and a +1 
dodge bonus to AC against attacks by traps. At 4th level this 
bonus increases to +2. These bonuses stack with trap sense 
bonuses gained from other classes. 

CLose Comsat SHor: At 2nd level, the Patrol Pointer gains 
the ability to make a ranged attack with a Large or smaller 
firearm while in a threatened area without provoking an 
attack of opportunity. 

ENHANCED SCENT: At 3rd level, the Patrol Pointer becomes 
more attuned to his sense of smell. He can detect opponents 
within 40 feet by sense of smell. If the opponent is upwind, 
the range increases to 80 feet; if downwind, it drops to 20 
feet. Strong scents, such as smoke or rotting garbage, can be 
detected at twice these ranges. Overpowering scents, such as 
troglodyte stench, can be detected at triple normal range. The 
Patrol Pointer must still be within 5 feet of an opponent to 
pinpoint that opponent's location. The Patrol Pointer also 
gains a +2 competence bonus to follow tracks by smell. 

SPECIALIZATION THREATEN: At Sth level, the Patrol Pointer 
may threaten nearby areas with a chosen firearm in the same 
fashion as he would with a melee weapon. The firearm effec- 
tively functions as a reach weapon that may affect anything 
up to 30 feet away. Any attacks of opportunity received by 
threatening these areas are treated as ranged attacks, and 
count against the maximum number of attacks of opportunity 
that round. 

The Patrol Pointer may use this ability only with firearms 
with which he has Weapons Specialization. 
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GENETECH ADVENTURES EXPLODE FROM THE HEADLINES. THEY INCLUDE FEATURES SUCH AS 
TERRORISM, BLACK-MARKET WEAPONS, ENVIRONMENTAL EXPLOITATION, THIRD WORLD INSUR- 
RECTION, CORPORATE ESPIONAGE, RELIGIOUS FANATICISM, HATE CRIMES, DRUG TRAFFICKING, 
SLAVERY AND THE SMUGGLING OF REFUGEES, AND THE ILLEGAL USE OF GENETIC TECHNOLOGY, 
See CAMPAIGN SETUP AND STAND-ALONE ADVENTURE SETUPS, BELOW, FOR SOME EXAMPLES. 
WRITING AND RUNNING TECHNO THRILLER ADVENTURES REQUIRES SPECIAL ATTENTION TO 
SOME KEY AREAS. REWARD ACTIONS THAT FIT THE GENRE. IF CHARACTERS USE RESOURCEFUL- 
NESS, TENACITY, AND WIT, REWARD THEM WITH ADDITIONAL CLUES, BENDING THE RULES, OR 


ALTERING THE ADVENTURE IN SMALL WAYS. 


OUTLINCS & STRUCTURE 


Thrillers use complex plots. Make a simple 
chart showing the connections between the 
events, people, and bits of information that 
characters may encounter. It should have at 
least one route from the beginning of the 
adventure to the end, and preferably two or 
more. Players should never know there was 
more than one way to succeed. 

Build a timetable for the villains’ plot. Know 
the villains’ resources. Make sure who knows 
what among your NPCs. If you need an NPC to 
have a piece of information to keep the pace 
of the adventure quick, a good outline will tell 
you which NPC has that information and how. 
Outline the events the heroes get from news 
reports and other sources, and where those 
clues lead. Include the clues they get from 
investigating. There should be a difference 
between what the villain does and what the 
heroes perceive, at least at first. 

Complicate things. An NPC who hires the 
heroes to foil an assassination plot may be a 
criminal hiring them to interfere with a gov- 
ernment investigation, or with another crimi- 
nal’s takeover attempt. Even when the plot is 
straightforward, weather, equipment break- 
downs, unexpected interest from third parties, 
detours, and so forth complicate simple 
adventures. 


PACING 


A techno thriller is first and foremost a thriller. 
It must be fast paced. The consequences of 
failure should have an immediate impact on 
the heroes, though they don’t have to save the 
world every adventure. 


NPCS 

Use NPCs to reinforce the tone of the genre. 
Give them interesting traits and appropriate 
settings. There's a sense that common people 
have given up on changing things. Even well- 


meaning government officials, from law- 
enforcement to mayors and governors, may be 
unable to influence circumstances for the bet- 
ter. People with the enhanced characteristics 
shared by the heroes, however, can make con- 
crete changes for the better. 

Don’t spend a lot of time detailing an NPC 
that heroes encounter once. If heroes 
encounter an NPC a second time, emphasize 
traits you already described and add another 
detail or two. Reveal the NPC over a period of 
time. Every now and then, throw the heroes a 
curve. Have an NPC they need be a real jerk. 
Have a villain act politely and be kind to chil- 
dren and small animals. 

The next time you're in a crowd, take notes 
on the one or two people who immediately 
attract your attention. There are a few in every 
crowd, and describing people like them to your 
players provides memorable detail. Crowds 
themselves can be characters. Many adven- 
tures occur in crowded, urban settings. Crowds 
react to things, often in dangerous ways. Mobs 
and riots having nothing to do with the 
adventure may complicate things. 

Pets act in unpredictable ways that can make 
them a danger to themselves, the heroes, or 
innocent bystanders. A berserk seeing eye dog 
can complicate a scene. Conversely, meeting an 
NPC draped in a pet boa constrictor sets a dif- 
ferent tone than meeting one in a white suit 
feeding a parrot. In GeneTeEch, animals generally 
react poorly to moreaus, even coverts, but not 
to franks. If you know an animal's behavior well, 
put one in your adventure and have it react as if 
threatened when a moreau is near. Use that to 
warn the heroes, or the NPCs, and to reinforce 
the setting. 

Idiots generally don’t pass the qualification 
tests to become law enforcement officers, 
even if you don’t like the last one that gave 
you a traffic ticket. Make law enforcement a 
real threat to the heroes. A detective or FBI 
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agent who believes the heroes guilty of crimes but has no 
proof makes a good recurring character until his lack of proof 
becomes a joke. 

Create opponents to challenge your particular heroes. 
Create one or two recurring opponents who always manage to 
escape. If not from the heroes, then from incarceration later. 


TECHNOLOGY 


Every scene should emphasize that technology is a powerful 
tool. Place clues in computers that a hero must hack. Stage an 
encounter in a dark forest or underground complex in which 
night-vision gear gives heroes the edge. 

Stick to what you know. If that gets repetitive, research 
fields unknown to your players. Don’t let technical details bog 
down pacing, but make sure the details you do use are correct. 
Take notes when watching movies or television. The film Along 
Came a Spider mentions an encoding program that hides text 
messages in the binary code of GIF images. You might use 
that, hiding complex information on a CD of innocent-seem- 
ing music or software, or even on videotape. 


GeneTecH ROBOTS 


Robots are quite common in GeneTecu, where they are primari- 
ly used for hazardous materials handling and reconnaissance. 
The following two specific robots are perhaps most common. 

“BEETLE” RECONNAISSANCE Rosor: Use the diminutive robot 
described in Chapter Eight: Friends and Foes of the d2o Mopern 
roleplaying game for basic statistics. The beetle uses the 
quadruped frame (Speed 30 feet), though in fact it has six 
legs. It has no attacks. It does have audio-visual sensors and a 
300-foot remote control link. The beetle is programmed with 
the Climb skill (5 ranks, and it uses its Dexterity bonus to 
climb, for a total skill bonus of +7). 


SEAGULL UNMANNED AERIAL VEHICLE: Use the tiny robot 
described in Chapter Eight: Friends and Foes of the d20 Mopern 
roleplaying game for basic statistics. The UAV uses the bipedal 
frame with a few changes (Speed 20 feet, Fly 40 feet (good)). It 
has no attacks. It does have audio-visual sensors and a 300- 
foot remote control link. The UAV is programmed with the 
Move Silently skill (5 ranks, and it receives a mastercraft bonus, 
for a total skill bonus of +10). 

See the Techie in Chapter Six: Advanced Classes of the d20 
Mooeen roleplaying game for more information on robots. 


MEBSN SGABEES: SAMPLE 
CamPai6N SEU 

While the types of GeneTecH campaigns you can run are as 
unlimited as the political and racial conflicts present in the 
modern world, the following sample campaign, which starts in 
a repressive government training facility and ends in a man- 
hunt on the streets and rooftops of a major city, highlights 
many of the most important and compelling themes likely to 
come up in the world of GeneTech and serves as the begin- 
nings of a much longer campaign. 

The campaign requires a wilderness area and an urban area. 
As the GM, pick an urban area you know well. If you don’t 
spend much time in the city, choose an urban area your play- 
ers don't know and pick up a travel book about the city ina 
used book store, or look up street maps and other information 
on the Web. Pick a wilderness area at least as close to your 
urban area as to any other. The heroes begin as 1st-level franks 
and moreaus in training at a secret INS facility in the wilder- 
ness who escape and make new lives in the city. 
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CONSIDER THIS 

Before you begin the campaign, you must 
decide how the INS tracks its moreaus and 
franks. If it uses tattooed bar codes, it will be 

much harder for the INS to track the heroes after they 

escape the secret facility in which the campaign begins. If it 
uses embedded microchips, the heroes may not know the 
chips exist. Such chips can be read by anyone with the proper 
equipment, provided they are close enough (within 5 feet) of 
the chip. A new, secret technology that allows the microchips 
to transmit a radio frequency response to a query signal 
makes tracking the heroes for the final confrontation easier if 
that transmission reaches up to a mile. 


CaMPsiGN SG6SGE 1: BRESKOUG 


At the beginning of the first campaign stage, the PCs are pris- 
oners in a top-secret military training center specializing in 
educating frank and moreau agents in the rudiments of track- 
ing their own kind. It ends with the heroes on the run from 
their former captors. 


THE TRIGGER 
Read or paraphrase this opening scene to the players to get 
the action going: 


AU) tlh 


You are trainees at a government camp. You don’t 
know where in the United States you are, but the camp 
is surrounded by wilderness. You live in 5-foot-by-10- 
foot rooms. Forty of you live at the facility. You've been 
in camps like this all your life, and now you're adults. 
You've never seen a television broadcast or read a 
newspaper. You've heard the soldiers’ radios in brief 
snatches before they, or you, got caught. You know 
they’re training you to be soldiers, special soldiers, 
working in teams with other moreaus and franks. In 
fact, this facility is experimenting with different com- 
binations of moreaus and franks to see what combina- 
tions make the most effective teams. The people here 
are cruel to you and your friends. Before, when you 
were children, you felt helpless. Recently you realized 
that in many ways you are better than those guarding 
you, and you’re fed up with the petty cruelty and 
racism. When you found out you were training to hunt 
others like you, you decided to seize your freedom. 
Using codes you developed as children, you are plan- 
ning escape. Take some time to talk about how and 
when you want to do it. Ask me questions about your 
situation, then make a break for it. 


THE SETTING 

The facility itself is 1,000 feet across and surrounded by a 10- 
foot high, electrified (2d6 points of electricity damage each 
round in contact with the fence) chain-link fence, with strands 
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of barbed wire at the top. The fence has to keep people in and 
out, so there are two sets of barbed wire strands, one slanted 
in and one slanted out. Climbing the fence is simple (DC 5), 
but crossing the barbed wire requires a Reflex save (DC 10) to 
avoid taking 1d4 points of damage and becoming stuck in the 
fence (a hero can tear loose by taking an additional 1d4 points 
of damage or by making a DC 10 Escape Artist check). Guard 
towers are positioned at each corner of the compound and on 
each side of the gates. 

Wilderness training areas surround the central compound. 
The perimeter fence is five miles in any direction from the 
chain-link fence surrounding the central compound. The outer 
fence is identical to the inner one. A dirt road runs around the 
outside of the outer fence. The dirt road runs to and from the 
main entrance to the wilderness area, a simple wooden bar 
across the road with an information hut, a guard barracks, and a 
motor pool. To the uninformed, it looks like private logging land. 


SECURITY 


Two soldiers are in each guard tower, one manning a search- 
light and the other manning an M-60 machinegun. Two sol- 
diers man the front desk in the lobby of the main building. 
Four soldiers work the ground floor security center, and four 
soldiers work the underground security center. They work 
three shifts per day. Another 122 soldiers patrol the compound, 
work in the armory or motor pool, or guard the trainees 
(franks and moreaus) during classroom or field training. 

In addition, 4-soldier teams in AM General Hummers patrol 
the outer fence. A patrol passes any point along the fence 
once an hour. Use them to increase the drama and danger of 
the escape, or to provide a vehicle they can hijack. The patrols’ 
barracks and motor pool are at the main entrance to the 
wilderness area. 

If an alert sounds, all shifts report for duty. Patrols pass any 
point along the outer fence every fifteen minutes. Four-soldier 
foot patrols walk outside the inner fence, each patrol just in 
sight of the one in front of it. Expect three times as many 
guards at the security posts and centers, but no more than 
two in any of the towers. 


ADMINSTRATION 

Twenty scientists and five technicians work in the facility, running 
medical tests and planning the development of new strains of 
frank and moreau. Ten administrators provide leadership. In 
alerts, administrators report to the security centers and take com- 
mand. The scientists and technicians remain in their quarters. 


PERSONNEL 

Use low-level Strong/Tough ordinaries for soldiers, but substi- 
tute Advanced Firearms Proficiency for Brawl. They wear light- 
duty vests during their active shifts and carry stun guns, tear 
gas grenades, zip-tie handcuffs, FN Five-SeveN pistols, and FN 
Pgo submachineguns (see below for descriptions and statis- 


tics). They have one spare magazine for their pistols and four 
spare magazines for their submachine guns. Patrols outside 
the compound wear fatigues, fatigue jackets (if appropriate 
for the location and time of year), and mesh vests. Those 
patrols carry night-vision goggles (night patrols only) profes- 
sional walkie-talkies, electro-optical binoculars, chemical light 
sticks, GPS receivers, tactical maps, and search-and-rescue kits. 

Use low-level Smart/Charismatic ordinaries for the adminis- 
trators. They carry FN Five-SeveN pistols and wear light under- 
cover shirts. Use low-level Smart/Dedicated ordinaries for the 
scientists and technicians. They do not wear armor and do not 
carry weapons. 


ADVENTURE GOALS 


The goal is to escape the central compound, cover the 5 miles 
of surrounding rough, wilderness terrain, get over that fence, 


and hitch a ride to the city. Once in the city, heroes can disap- 


pear into the population (if they are franks or covert moreaus)_ 
or hide in abandoned buildings or sewers (if they are moder- 
ate or overt moreaus). Let your players figure out their own — 
escape plan, but here are two suggestions to nudge your play- 
ers along, or to prepare you ‘is schemes, 

FIRE 

Heroes can start a fire using the lights in their cells and their 
mattresses or clothes. If a fire starts in the main building, the 
soldiers evacuate the trainees to the parade ground in front of 
the main building. Patrols don’t increase around either fence, 
so if the heroes can make it over the fence without being 
spotted, they have an hour before anyone can bring order to 
the chaos and take a headcount. 


Security Force WEAPONS: The soldiers carry weapons 
made by Fabrique National (FN), a Belgian company 
Both use same ammunition, a 5.7mm x 28mm 
round specially developed for both weapons. This s 
plifies the logistics required by the compound. The 
Five-SeveN pistol is a semi-automatic pistol with a box 
magazine in the grip and a polymer frame. The Pgo 
submachine gun is a unique looking weapon, with a 
arent polymer magazine that sits directly above 
the barrel of the weapon. The cartridges 
90-degrees from the barrel axis, and each magazine 
has a built-in ramp that rotates the cartridge to align it 
with the barrel prior to chambering it. 


are aligned 


: DAMAGE RANGE RATE OF 
NAME DAMAGE CRIT. TyPE INCREMENT  FiRE 
Five-SeveN’ 2d8 20 Ballistic 40 ft. S 
Pgo! 2d8 20 «Ballistic 70 ft. S,A 


1. This mastercraft weapon grants a +1 bonus on attack rolls. 


FIELD TRAINING 

During field training, trainees have the proper clothing for the 
current weather, compasses, mesh vests, tactical maps (these 
only show the interior of the training area, but can be used to 
navigate to the outer fence), chemical light sticks, and profes- 
sional walkie-talkies. Field training takes place both day and 
night. It’s relatively easy for two or three heroes to ambush one 
of the two-soldier teams watching the training, creating an 
opportunity to acquire weapons and make a break for it. The 
drawback is that their absence is obvious in about five minutes. 


EXPERIENCE POINTS 

Between the escape plan, critical skill checks during the 
escape, encounters with patrols, encounters in the wilderness, 
and skill checks to survive and navigate, heroes should earn 
enough experience points to reach 2nd level. 


CaMPaiGN SGESGE 2: 
WELCOME WeaGOn 


“When heroes arrive in the city, they face several immediate 


~ problems. They have no money, they have no place to live, and 


they have no jobs. If they're willing to turn to crime, they'll 
have no problem finding money but they will have trouble 
with the police. They can squat in any abandoned building, if 
they're willing to put up with rats, roaches, drug addicts, other 
squatters, no electricity, and no running water. There are many 
such places in the moreau slums of the city. Depending on 
who they befrien fend, and depending on tl their appear- 
ance, they may je to find work—honest or otherwise. 
Some | heroes may 


BC ide to sell their story of F being raised i in 
nt facilities to the media for the money 

If they do so, you may want to run the 
m nt of the c campaign (Outbreak, see below) as you 
re. The only media source willing to buy their 


advent 
ld | be the sort that runs stories about bat boys and 


Jeff Carlisle 


PURCHASE 

MAGAZINE SIZE WeicHT DC RESTRICTION 
20 box Small 1.5 Ib. 20 Res (+2) 
50 box Large 8 lb. 21 Res (+2) 
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still hasn't appeared in whatever media 
(television, newspaper, etc.) bought it. If 
they investigate further, tell them the 
person who interviewed them died. The 
circumstances of the death should be 


questionable, but not obviously murder. 
Meanwhile, no one in the media will talk 
to them anymore because the INS has 
terrified them into silence. All they have 
really accomplished with their limited 


MAP KEY 


CENTRAL BUILDING 
All floors are concrete. Doors are wooden unless noted 


otherwise. Light is provided by fluorescent fixtures on 


the ceiling : 

El. Ecevarors. (Down only.) 

£2. Erevarors. (Up only.) 

1. TRAINEE CELLs. These cells have metal doors with 
hinges and locks on the outside. Cells contain a foot 

t,a sink, a toilet, and a fold-down cot 

2. SHOWERS. 

3, UNDERGROUND Security Center. Here, four guards 
monitor the underground rooms (including the cells) via 
close-circuit tel on. There are 10 tear gas grenades 
and a box of 25 tie handcuffs in this room. 

4, ineirmary. The more equipment here 
than there is in 

Oeariering, This room has three chairs and a confer 
ence table. 

6. Discipume, These tiny cells are for those who 

re punishment for infractions 

7. PuBtic CONFERENCE ROOMS. These rooms have car 
peting, conference tables, and comfortable chairs 

8. Lass. These ground floor laboratories are for cet 
lular-level experiments 

9. Entry HALL, 

10, Coto Storace. This room contains freezers and 
cryogenic storage for genetic material 


PARADE GROUNDS ) 


o 


ADMINISTRATIVE 


GUARD TOWER 


THE CENTRAL COMPOUND : 


MAIN BUILDING 


pe 


TI. GROUND FLoor Security Center. Four guards monitor 
the pround and second floor rooms, This room also con 
tains communication gear for all patrols, guard towers, 
and other buildings 

12. Front Desk AnD Lossy, This is the public face of 
the facility, used by visiting officials from the INS and 
other government agencies 

13. HospiTAt. This room handles injuries incurred in 
the course of training, but has only two beds for in- 
patient care. Other patients simply pass the healing 
time in their cells 

14. Vat Room. This room contains artificial wombs 
for growing new franks and moreau 

15. Irant Care. Here moreaus and franks too young 
to care for themselves receive minimal attention, 


THe CENTRAL COMPOUND 
1, Main Buitoine. (Two stories plus 
erranean level.) 
2. Motor Poot ano Garace. (Single story.) 
3. VR Trainina, CLass ROOMS, AND Gym. 
(Two stories.) 
4. Dininc Hatt ano KircHen, (Single story.) 
5. BARRACKS AND Armory. (Two stories.) 
6. ADMINISTRATIVE AND TECHNICAL QuaRTERS. 
7, Parave Grounp, 
8. Guano Towers. 
9. GaTes. 


DINING HALL KITCHEN 


resources is to let the INS know in which 
city they are hiding. 


ADVENTURE GOALS 


This part of the campaign introduces the 
difficulties faced by moreaus and franks in 
the form of racism and poverty. Introduce 
sympathetic shopkeepers and charity 
workers, honest cops from whom the 
heroes must conceal their identities, and 
corrupt cops who harass the poor because 
they enjoy it. One possible adventure dur- 
ing this time of adjustment follows. 


BACKGROUND 


For two weeks, members of a local 
street gang, the Circle Eights (substi- 
tute another gang from recent head- 
lines in your game's home city if appro- 
priate), have methodically terrorized 
the residents of one city block. The 
neighborhood has a high moreau pop- 
ulation, and the gang members treat 
moderate and overt moreaus more bru- 
tally than other residents 


+ 


IK WILDERNESS TRAINING 
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Last week the violence escalated. 
Residents, particularly overt moreaus, 
began “jumping out” windows, “dropping” 
hair dryers into bathtubs full of water, and leap- 
ing from rooftops. The authorities label the deaths as 
suicides, but most neighborhood residents believe that’s to 
avoid spending any more time in the neighborhood investigat- 
ing. In fact, acts of violence against law enforcement officers 
increased about the same time the “suicides” began. Members 
of the Circle Eights, their identities and affiliation unknown to 
residents or the police, began hurling chunks of brick, con- 
crete, and cinderblock from rooftops onto patrol vehicles. 
Police patrols are noticeably scarcer in the last few days. The 
violence may escalate to Molotov cocktails, or even shooting. 
Many people are leaving. Some are gearing up for vigilante 
revenge. Local taverns fill with drunken talk of neighborhood 
patrols and payback, No one knows what the Circle Eights 
want, but the mood is getting ugly. The night the adventure 
starts, the Circle Eights kill an overt rat moreau and throw her 
off a roof. This sets the scene for a dramatic initial encounter 
with chases, fights, and shoot-outs on the rooftops. 


SUPPORTING CAST 

The weather is a major part of the supporting cast for this 
adventure. Decide whether the precipitation is rain or snow 
based on the season of your adventure and the location. Either 
reduces visibility by half, resulting in a -4 penalty to Spot and 
Search checks. The severe winds automatically extinguish any 
unprotected flames, cause protected flames (such as lanterns) 
to dance wildly and 50% of the time extinguishes them. Listen 
checks are at a -4 penalty. You may impose a -4 penalty on 
Balance, Climb, Jump, or Tumble checks if some part of the 
movement is exposed to the full force of the wind. See the 
DuNGEON Master's Guioe and Chapter Seven: Gamemastering of 
the d20 Mooeern roleplaying game for additional information 
on heat dangers, cold dangers, and weather hazards. 

The neighborhood is another important supporting charac- 
ter. This adventure occurs in a low-income housing neighbor- 
hood of your urban area. The buildings are 5-12 stories tall. All 
have rusting iron fire escapes. Makeshift bridges of two-by- 
fours connect some rooftops. Old steam pipes about two feet 
in diameter connect some walls. Occasionally heroes should 
have to leap across eight-to-ten-foot wide alleys. Buildings 
have narrow ledges (no more than a foot wide) around them. 
Chase sequences and gunfights should alternate between the 
tooftops and apartment interiors. Scenes in apartments are 
opportunities for colorful, quirky NPCs, offering opportunities 
for greenhouses, pigeon coops, and other hobbies. One local 
might be assembling a car on his roof, or a boat. Throw in 
antennas, treat clotheslines as traps, and let neon signs pro- 
vide the only illumination. 

The Circle Eights are rabidly anti-moreau humans. The gang 
members are mostly low-level Fast/Tough ordinaries, but a 
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few lieutenants are mid-level. The gang’s leader is a mid-level 
Strong/Charismatic ordinary (make him a Heroic GM character 
using the rules at the end of Chapter Eight: Friends and Foes 
of the dzo Mopern roleplaying game). They have typical equip- 
ment for their character type and level. 


THINGS TO CONSIDER 


Before running this adventure, decide where it happens and at 
what time of year. The neighborhood should be home to the 
heroes, which should narrow your choices of location. Those 
decisions affect what kind of weather complicates the plot 
and the action. 

What do the Circle Eights want with that city block? Do they 
want the buildings for a combination of gang headquarters, 
drug factory, crack house, and general crime center? Someone 
could be paying the Circle Eights to commit this mayhem. If 
so, who? Are they trying to incite the moreau population to 
violence? A media-savvy villain could turn moreau violence 
from self-defense to a threat to “normal” humans throughout 
the city. Or perhaps the mastermind behind the Circle Eights 
has an interest in real estate, or in Prohibition-era loot buried 
under one of the buildings. 

Do the heroes know the rat moreau whose death triggers 
the adventure? What's the relationship? 

If the heroes took weapons from the INS soldiers at the 
camp and they use them on the Circle Eights or other oppo- 
nents, the police quickly identify the caliber and weapons. The 
5.7mm round is illegal for civilian use or ownership, so it sets 
off alarm bells in every law enforcement database, gaining the 
attention of the very people from whom the heroes escaped. 


THE TRIGGER 


Read or paraphrase this opening scene to the players to get _ 
the action going: = 
It’s a wet, miserable evening. You're returning home 

from a hard day of work, or looking for work. You're 
frustrated by the lousy economy and the fear, ignorance, 

and hatred of the low-level corporate drones and civil “4 
servants you dealt with all day. Your crummy apartment 
isn’t much, but even the company of roaches sounds 
better than the day you had. Then things get worse. 

A few yards ahead of you, the corpse of an overt rat 
moreau drops to the sidewalk with a sickening thud. A 
snatch of laughter makes you look up, and you catch a 
glimpse of a pale face disappearing from the edge of the 
roof. The rat moreau doesn’t move. Death might be a 
blessing after that fall. Rumors of murders hastily made 
to look like suicides have circulated through the neigh- 
borhood for the last week or so, but this is the first evi- 
dence you have seen. 

The cops have better things to investigate than the 
death of a rat moreau, even in neighborhoods in which 
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they're less likely to get killed. Mood in the neighbor- 
hood is ugly, lately. Residents are angry, blaming the 
Circle Eights, a local street gang, for the violence and the 
police for not stopping it. You've heard talk about form- 
ing lynching parties and vigilante patrols. That kind of 
violence will only make the public and the authorities 
crack down on the residents. If anyone’s going to stop 
this before it gets out of hand, it’s going to be you. What 
do you do? 


BHPeRIENCe POINTS 
Between story awards for finding a place to live and dealing 
with the gang violence, and with encounters with gang mem- 
bers (not to mention critical skill checks to avoid dying on the 
rooftops), heroes should finish this adventure with a ea 
experience points to reach 3rd —e ==. 


campesien st a 
In the third installment of t aign, INS agents < 
the city and begin lo look roes. If the heroes used 
the weapons they acility, the agents know the. — 


escapee: esi re in th herwise they are looking in several 
cities at once and call on the e and military to cordon off 
a moreau neighborhoods, éf en go door to door, room to 
m, and building by building. 
10w, the players know where their characters live. They 
| know who their characters’ neighbors are, and they think they 
| know who their characters can trust. It's best to run this 
_ installment alongside some other adventure, giving the 
impact time to register. For example, you might want heroes 
~ worki icy 
selves the impact of barricades manned by soldiers» 
be National Guard troops. 


The city governmen: 
unidentified diseas 


Ta aaa segments are full of medical person- 

nel rushing ill-looking moreaus through hospital corri- 
dors. Doctors on TV say that some strange new disease 
has appeared in your neighborhood. No one you know 


anda command truck (use the statistics for a moving truck 


messengers or drug couriers to discover for _ 


is sick, and no one you know has heard of a moreau 
falling ill from something strange. The mayor says she 
has asked the governor for National Guard troops to 
identified and a treatment sought. 


As heroes begin to explore the cordon thrown up around 
their home neighborhood, they notice that the “National 
Guard” troops have a lot of unusually high-tech communica- 
tions equipment, and that a lot of people in dark suits and 
sunglasses mingle with the soldiers, people who look suspi- 
ciously like INS agents. 


InFecTion 


Rather than searching the buildings themselves, the INS uses 


robots. Use the Beetle reconnaissance robot detailed earlier in 
this article. Search teams consist of two AM General Hummers 


apter T Four: Equipment in the d20 Modern roleplaying 


tive them loc 
directed by technicians i 
prints for the buildings in th 
Beetles’ audio-visual se 


mand truck, who have bier 
onboard computers. If the 
up a heat source large 
icians side ntify the room and 
to th rce’s location 
esses, or is 
tices that 


y strange 


ng the heroes as an ongoing campaign villain, if 
___ you so desire. Jus st make sure he, or she, escapes ooting! 
if the heroes 2 ttack, you need a compelling | in in your 
chosen city for their enemies’ headquarters. An abandoned 
warehouse, an idle construction site, an unused commuter train 
station, a dark and empty parking garage, or a train or bus yard 
all make good locations for the agents’ vehicles, computers, 
communication gear, and holding cells. Remember, the INS 
doesn’t want the press seeing what's really going on. They'll pick 
an isolated, nondescript place for this operations center. 
CHPeRIENCEe POINTS 
Plan sufficient encounters and critical skill rolls, as well as story 
awards for accomplishing the adventure goals, to provide suffi- 
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cient experience points for the heroes to 
reach 4th level. 
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GDVENGURE SEGUPS 


The following short adventure ideas can be used to enhance 
the “Mean Streets” sample campaign or can be used as single- 
night diversions for any GeneTECH campaign. 


BLINDERS 


Heroes must disable a SAM missile site in a Central Asian city 
in this low-level GeneTecH adventure. 


BACKGROUND 

Turkmenistan has extensive hydrocarbon and natural gas 
reserves. Unfortunately, the biggest consumers are in the West. 
To export oil, Turkmenistan ships across the Caspian Sea to the 
Azerbaijani port of Baku. From there the oil'flows through the 
Caspian Oil Pipeline across Iran to the Mediterranean port of 
Ceyhan in Turkey. Azerbaijan has its own oil supply that also 
uses the pipeline. The pipeline provides a tremendous econom- 
ic boost for Iran, much to the dismay of the Saudi Arabian gov- 
ernment. Iran and Saudi Arabia remain locked in a struggle for 
leadership of the Muslim world. 

Azerbaijan plans to raise the tariff on imported oil again. 
Turkmenistan plans to sabotage Azerbaijan's offshore oilrigs 
as part of a larger campaign against Iran and its ally, the 
People’s Republic of China. Such action could quickly escalate 
into a regional war. Many oil-importing governments have an 
interest in ensuring that this doesn’t happen. 

In response to increasing tensions between Turkmenistan 
and Azerbaijan, the Turkmenistan government lines its coast 
with surface-to-air missiles and truck-mounted anti-aircraft 
radar. Most of the equipment is Soviet-surplus, picked up for 
a song from Kazakhstan. Despite its age and relative ineffi- 
ciency, it will interfere with any interdiction mission if it 
remains functional. 


SUPPORTING CAST 
Missile Site commander (mid-level Strong/Charismatic, change 
occupation to Military and make him a Heroic GM character 
using the rules at the end of Chapter Eight: Friends and Foes of 
the d20 Mopern roleplaying game), 4 radar operators (low-level 
Smart/Dedicated ordinary), 4 SAM crewmen (low-level 
Smart/Dedicated Ordinary), 12 sentries (low-level Strong/Tough 
ordinary, change occupation to Military). The sentries may be 
entirely or partially composed of moreaus (some are rats and 
some are canines, reduce skill totals accordingly). 

All the supporting cast have light-duty vests, but only the 
sentries wear them and then only on duty. The commander, 
radar operators, and SAM crew all have gmm MP-443 Grach 
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pistols (use the statistics for the Glock-17, without the accuracy 
bonus). The sentries have NORINCO QBZ-97 assault rifles (treat 
as the M16Az, but capable of either single-shot or automatic 
fire and not burst) with six spare magazines each. They have 
no night-vision equipment, but they do have six fragmenta- 
tion grenades in a box locked by the commander. 


THINGS TO CONSIDER 

As Gamemaster, there are a few decisions you must make to 
develop this adventure setup for your campaign. The first is 
what equipment your heroes have. There are a lot of oppo- 
nents and all have body armor and military-grade weapons, so 
heroes’ equipment can make the difference between a walk in 
the park and a suicide mission. 

The second is where the target SAM launcher (a truck roughly 
the size of a semi-tractor trailer rig) and associated radar set are 
located. It could be in a hospital parking lot, a train yard, an out- 
lying ravine, a tank farm, or in a warehouse complex. 

What complications do you want to throw in? Does 
Department-7 abandon the heroes, considering them expend- 
able? Do they have to rescue another unit trapped by unex- 
pected reinforcements? 

Finally, will Central Asian conflicts remain a major focus of your 
campaign or will the focus shift to the Middle East or China? 


THE TRIGGER 


Read or paraphrase this opening scene to the players to get 
the action going: 


Turkmenistan intends to launch a commando raid 
against Azerbaijani oilrigs in the Caspian Sea. 
Intelligence believes that this is part of a larger cam- 
paign meant to destabilize Central Asia and the 
Middle East. The raiders will leave from the port city of 
Turkmenbashy. We intend to stop them before they 
launch. You don’t need to worry about how we'll do 
that. No one will be able to trace the accidents, illness- 
es, and malfunctions back to us. To get the rest of our 
defenses around the city. Insert by foot, get to 
Turkmenbashy, locate the radar and SAM launcher 
designated Objective Idaho, disable them, and then 
move to Landing Zone Arapaho for helicopter retrieval. 

What preparations do you want to make before 
entering Turkmenistan? 


HOStbeGeES 


A terrorist takes a major United States city hostage in this 
mid-level GeneTecH adventure. 


BACKGROUND 


An Uncorrupted cell places a number of computerized bombs _ 
around the city, all simultaneously transmitting unique 
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numeric patterns, each bomb receiving each other’s pattern. If 
any bomb stops transmitting, the bombs detonate simultane- 
ously. There are twenty bombs. The cell taking credit for plac- 
ing them provides instructions on how to find the first bomb 
to demonstrate the reality of its threat. According to the 
anonymous caller, some of the bombs are laced with pow- 
dered uranium. While this does not make them nuclear 
bombs, uranium is a tremendously toxic. An explosion could 
disperse uranium dust across a broad area, lethally poisoning 
thousands. The numeric patterns use 512-bit encryption. 40-bit 
encryption would take a single personal computer 8,000 years 
to crack, so there’s no time to predict the pattern and match it 
with alternate transmissions. 

The Uncorrupted’s demand is terse: The United States gov- 
ernment must begin deporting all moreaus and franks within 
its borders within 24 hours. 10,000 deportees must leave the 
United States every day or the Uncorru | detonate the 
bombs. When the deportation is ae Uncorrupted 
will transmit the deactivation co 
all the bombs. 

The first bomb is r= the phone lines, so authorities 
assume that all the bombs are wired, and transmit to each 
other via the Internet. That makes it impossible to track them 
by their transmissions. If the bombs could be found, no one is 
completely sure they could disconnect them from the phone 
lines and reconnect them to some kind of modem fast enough 
to prevent the bombs from detonating. The authorities are 
trapped by their fear. If they don’t alert city residents, some- 
one, even a child, could find one of the bombs, tinker with it, 
and set off the explosion. If they do alert city residents, it 


could id ke, panic. 
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(high-level Smar 
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and Uncorrupted terrorists (mid-level Tough/Smart ordinary, 
no changes). The expert shouldn't have more than a Glock 17. 
Uncorrupted terrorists have MAC Ingram Mio submachine 
guns and concealable vests. 

if you consider a serious plot twist (see Things to Consider, 
right), moreaus and franks from the Action Arm of the 
Underground should have light-duty vests and HK MP 5 sub- 
machine guns. 


THINGS TO CONSIDER 
As Gamemaster, there are a few decisions you must make to 
develop this adventure setup for your campaign. The first in 
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this case is which city is threatened. Pick a city with which 
you are familiar. Barring that, pick one that’s not familiar to 
your players. 

Second, consider the reality of the threat. You may decide 
that the bomber is a lone nut claiming association with the 
Uncorrupted, or that a terrorist cell planted the bombs. If you 
want to go for a real plot twist, make the “terrorists” members 
of the Action Arm of the Underground. They're setting the 
Uncorrupted up for a frame as a way to put increased govern- 
ment pressure on the hate crime group. How far would they 
go to accomplish their goal? How do the heroes discover the 
truth? You may want to hide the truth from them for a few 
more adventures. Do the Uncorrupted claim their innocence 
and offer to help the authorities? Are they sincere, or are they 
trying to find the Action Arm to get revenge? 

Third, decide how many bombs there really are. A lone nut 
may have planted one bomb and rigged a computer to trans- 
mit another signal, fooling authorities into believing that 
where they found one bomb there must be more. A terrorist 
cell may really have planted twenty bombs. The Action Arm of 


the Underground would certainly plant the first bomb to con- 


vince the authorities of the threat. If they are major villains of 
your campaign, they planted all twenty bombs. If they're mis- 
understood victims, they did not. 

Complications may include run-ins with Uncorrupted vigi- 
lantes or chance encounters with street gangs. Who has the 
deactivation code? Where is he or she? Is | at son willingly 
part of the plot? The villain might not be, »r have, a bomb 
expert. Perha oa tias been Soe s ‘or his family 


ATING CAST t Seater 
he} primary supporting cast for this adventure is the borin the cee ng: 2 <= 
They must be located in n buildings ts hale to phone lines, so. ii ee ests vem 
it is possible that anyone cc could stumble across thee This morning the city received a bomb threat. A group 
additional cast members i nclude an Uncorrupted bomb ¢ exe claiming to be Uncorrupted say they have twenty 


ordinary, ste Demolitions bombs planted around the city, some laced with urani- 


um dust. The police got directions to one bomb. 
According to them, it’s wired to the phone lines, trans- 
mitting a numeric code. The Uncorrupted say they 
used a 512-bit encryption for the code, and there’s no 
way we can crack the code in the twenty-four hours 
before the deadline. If any bomb stops transmitting 
the code, all the bombs detonate. They demand that 
the United States start deporting moreaus and franks 
by the deadline. They want 10,000 deported daily until 
they’re gone. It’s impossible, of course. 

The Uncorrupted claim that once their demands 
are met, they will transmit a deactivation code. You 
must find that code. Hit the streets. Knock heads 
together. Find these guys. We'll try to buy you time. 
What do you want to do first? 


43 


